Large-scale neuronal theories of the brain Edited by Christof Koch and Joel L. Davis. MIT Press, Cambridge, MA. (1994). 340 pages. $55.00 by unknown
BOOK REPORTS 115 
Massivelu Parallel Arti~cial Intellioenee. By Hiroaki Kitano and James A. Hendler. AAAI Press/MIT Press, 
Menlo Park, CA/Cambridge, MA. (1994). 426 pages. $39.95. 
Contents: 
Foreword. Preface. Acknowledgments. 1 The challenge of massive parallelism. Hiroaki Kitano. 2. Massively 
parallel matching of knowledge structures. William A. Andersen, James A. Hendler, Matthew Evett and Brian 
Kettler. 3. Advanced update operations in massively parallel knowledge representation. James Geller. 4. Selecting 
salient features for machine learning from large candidate pools through parallel decision-tree construction. Kevin 
J. Cherkauer and Jude W. Shavlik. 5. A parallel computational model for integrated speech and natural anguage 
understanding. Sang-Hwa Chung, Dan I. Moldovan, and Ronald F. DeMara. 6. Example-based translation and 
its MIMD Implementation. Satoshi Sato. 7. Language learning via perceptual/Motor association: A massively 
parallel model. Valeriy I. Nenov and Michael G. Dyer. 8. Massively parallel search for the interpretation of aerial 
images. Larry Davis and P.J. Narayanan. 9. Massively parallel, adaptive, color image processing for autonomous 
road following. Todd Jochem and Shumeet Baluja. 10. BioLand: A massively parallel simulation environment 
for evolving distributed forms of intelligent behavior. Gregory M. Werner and Michael G. Dyer. 11. Wafer-scale 
integration for massively parallel AI. Moritoshi Yasunaga nd Hiroaki Kitano. 12. Evolvable hardware with genetic 
learning. Tetsuya Higuchi, Hitoshi Iba, and Bernard Manderick. Index. 
Larqe-Scale Neuronal Theories of the Brain. Edited by Christof Koch and Joel L. Davis. MIT Press, Cambridge, 
MA. (1994). 340 pages. $55.00. 
Contents: 
Introduction. 1. What is the computational goal of the neocortex? Horace Barlow. 2. A critique of pure 
vision. Patricia S. Churchland, V.S. Ramachandran, and Terrence J. Sejnowski. 3. Cortical systems for retrieval 
of concrete knowledge: The convergence zone framework. Antonio R. Damasio and Hanna Damasio. 4. The 
interaction of neural systems for attention and memory. Robert Desimone, Earl K. Miller, and Leonardo Chelazzi. 
5. Some further ideas regarding the neuronal basis of awareness. Christof Koch and Francis Crick. 6. Perception 
as an Oneiric-like state modulated by the senses. Rodolfo R. Llinels and Urs Ribary. 7. Neuronal architectures for 
pattern-theoretic problems. David Mumford. 8. Observations on cortical mechanisms for object recognition and 
learning. Tomaso A. Poggio and Anya Hurlbert. 9. Constructing neuronal theories of mind. Michael I. Posner 
and Mary K. Rothbart. 10. Putative functions of temporal correlations in neocortical processing. Wolf Singer. 
11. What  form should a cortical theory take? Charles F. Stevens. 12. Sequence seeking and counterstreams: 
A model for bidirectional information flow in the coretex. Shimon Ullman. 13. Dynamic routing strategies in 
sensory, motor, and cognitive processing. David C. Van Essen, Charles H. Anderson, and Bruno A. Olshausen. 
References. Contributors. Index. 
Genetic Proqramminq II: Automatic Discovery. of Reusable Proqrams. By John R. Koza. MIT Press, Cambridge, 
MA. (1994). 746 pages. $45.00. 
Contents: 
Preface. Acknowledgments. 1. Introduction. 2. Background on genetic algorithms, LISP, and genetic pro- 
gramming. 3. Hierarchical problem-solving. 4. Introduction to automatically defined Functions--The two-boxes 
problem. 5. Problems that straddle the breakeven point for computational effort. 6. Boolean parity functions. 
7. Determining the architecture of the program. 8. The Lawnmower Problem. 9. The Bumblebee Problem. The 
increasing benefits of ADFs as problems are scaled up. 11. Finding an impulse response function. 12. Artificial 
ant on the Sant Mateo Trail. 13. Obstacle-avoiding robot. 14. The Minesweeper Problem. 15. Automatic dis- 
covery of detectors for letter recognition. 16. Flushes and four-of-a-kinds in a Pinochle desk. 17. Introduction 
to biochemistry and molecular biology. 18. Prediction to transmembrane domains in proteins. 19. Prediction of 
omega loops in proteins. 20. Lookahead version of the transmembrane problem. 21. Evolutionary selection of the 
architecture of the program. 22. Evolution of primitives and sufficiency. 23. Evolutionary selection of terminals. 
24. Evolution of closure. 25. Simultaneous evolution of architecture, primitive functions, terminals, sufficiency, 
and closure. 26. The role of representation a d the lens effect. 27. Conclusion. Appendices: A. List of special 
symbols. B. List of special functions. C. List of type fonts. D. Default perameters. E. Computer implementation. 
F. Annotated bibliography of genetic programming. G. Electronic mailing list and public repository. Bibliography. 
Index. 
A Course in Game Theory. By Martin J. Osborne and Ariel Rubinstein. MIT Press, Cambridge, MA. (1994). 
352 pages. $40.00 (cloth), $18.95 (paper). 
Contents: 
Preface. 1. Introduction. I. Strategic games. 2. Nash equilibrium. 3. Mixed, correlated, and evolutionary 
equilibrium. 4. Rationaiizability and iterated elimination of dominated actions. 5. Knowledge and equilibrium. 
II. Extensive games with perfect information. 6. Extensive games with perfect information. 7. Bargaining ames. 
8. Repeated games. 9. Complexity considerations in repeated games. 10. Implementation theory. III. Extensive 
games with imperfect information. 11. Extensive games with imperfect information. 12. Sequential equilibrium. 
IV. Coalitional games. 13. The core. 14. Stable sets, the bargaining set, and the Shapley Value. 15. The Nash 
Solution. List of results. References. Index. 
